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OTHER WORKS: 


THE PRIDE LANDS 


Domain of Ecological Devastation and Political Intrigue 
Darklord: Scar 
Genres: Disaster Horror, Psychological Horror 


Hallmarks: Hunger, exploitation of the land and the 
people, political manipulation, animal humanoids, spiritual 
reverence for nature and the monarchy. 


Mist Talismans: Animal Teeth, stones painted 
with glyphs. 


Report 1: 

ALTHOUGH MY PATRON KNOWS THE CIRCUMSTANCES 
OF THIS PROJECT'S INCEPTION, I RECORD THEM HERE 
FOR POSTERITY. 


I WAS RECENTLY APPROACHED BY A WIZARD 

CALLING HIMSELF YENSID—WHICH I BELIEVE TO 

BE A PSEUDONYM, AS I CAN FIND NO RECORDS OF 
HIS EXISTENCE—WHO WISHED ME TO PERFORM AN 
AMBITIOUS UNDERTAKING ON HIS BEHALF. A PREVIOUS 
SCHOLAR IN HIS EMPLOY HAD SURVEYED SEVERAL 
PROMINENT DOMAINS FOR HIM, BUT MET WITH SOME 
MISFORTUNE BEFORE SHE COULD FINISH THE TASK. 
“YENSID” ASKED ME TO CONTINUE HER WORK, AND 
WITH THE COMPENSATION HE OFFERED, IT WOULD 

BE FOOLISH TO SAY NO. THE MATERIAL REWARDS 
WERE ALL WELL AND GOOD, BUT IT WAS THE OFFER 

OF FURTHER TUTELAGE IN THE MAGICAL ARTS THAT 
CAPTIVATED MY INTEREST. I HAVE PROGRESSED AS FAR 
IN MY STUDIES AS I CAN, BUT I KNOW MY POWERS 
ARE NOT SUFFICIENT TO PROTECT MYSELF FROM THE 
CREATURES THAT STALK THE NIGHT. 


THUS, ARMED WITH A LION’S TOOTH AS A MIST TOKEN, 
I BEGAN MY SURVEY WITH A DOMAIN THAT WAS 
UTTERLY FOREIGN TO ME. A LAND WITH A VICIOUS, 
PETTY KING WHO SEEMS BENT ON RUNNING IT INTO THE 
GROUND, WHILE HIS GNOLL ENFORCERS TERRORIZE THE 
POPULACE, THE LEONIN NOBILITY DREAM OF THEIR LOST 
PAST, AND ALL WATCH HELPLESSLY AS A ONCE-PROUD 
NATION WITHERS INTO NOTHINGNESS... 


NOTEWORTHY FEATURES 


Those familiar with the Pride Lands know the 
following facts: 


* After the tragic death of Mufasa and his son Simba, 
Mufasa's brother Scar became king. 

* Scar immediately instituted major political and economic 
changes to the long-standing traditions of the Pride 
Lands. 

* The Pride Land's abundant natural resources have been 
opened for free-form exploitation, a reverse of Mufasa's 
previous careful stewardship. 

* Traders and merchants have flooded the formerly 
isolationist Pride Lands with money and luxury goods 
imported from other domains. 


* Despite the economic boom in luxuries, the land is 
gripped by famine and drought. 

* The gnolls, previously limited to a small neighboring 
province, have been welcomed into the Pride Lands as 
Scar's personal enforcers and serve as his major power 
base. 


SETTLEMENTS AND SITES 


THE LOXODON, GIFF, HARENGON, AND OTHER 
CITIZENS THAT I SPOKE TO ALL SWORE TO ME THAT 
THE PRIDE LANDS HAD ONCE BEEN A PARADISE, 
TEEMING WITH WILDLIFE, LUSHLY BLANKETED WITH 
GRASS, AND FLOWING WITH FRESH WATER. I COULD 
SEE NO SIGN OF THIS FORMER GLORY IN MY VISIT, 
HOWEVER. SCAR’S HEEDLESS EXPLOITATION OF THE 
LAND FOR HIS OWN ADVANCEMENT HAS LEFT IT AS 
DRY AND BARREN AS PRIDE ROCK ITSELF, AND MANY 
OF ITS PEOPLE SPEND THE ENTIRE DAY SEARCHING 
UNSUCCESSFULLY FOR FOOD. 


THE LOT OF THE GNOLLS IS, PERHAPS, THE BEST OF 
ALL THOSE WHO DWELL IN THE DOMAIN, ALTHOUGH 
THIS IS SAYING LITTLE. DUE TO THEIR PRIVILEGED 
STATUS AS SCAR’S ENFORCERS AND SPIES, THE KING 
PRIORITIZES THEM IN THE DISTRIBUTION OF RATIONS, 
ENSURING THAT, WHILE THEY MAY BE HUNGRY, FEW 
OF THEM WILL STARVE TO DEATH—A FATE THAT IS ALL 
TOO COMMON IN THE PRIDE LANDS. RuMoRs PERSIST, 
HOWEVER, THAT EVEN THEY GO WITHOUT MORE 

OFTEN THAN NOT, AND THAT THEY HAVE TURNED TO 
UNTHINKABLE METHODS TO SATE THEIR HUNGER. 


DESPITE ALL THIS, SCAR’S UNNATURAL POWERS OF 
PERSUASION ALLOW HIM TO KEEP THE POPULATION 
IN HAND—SAVE FOR ONE GROUP OF RESTIVE LEONIN 
WOMEN WHO CHAFE AT HIS REIGN. ALTHOUGH THEIR 
LEADER, NALA, HAS YET TO DEFY HIM OPENLY, 

SHE IS BECOMING A RALLYING POINT FOR THOSE 
WHO SECRETLY WISH TO OVERTHROW HIM, AND IT 
SEEMS LIKE A MATTER OF TIME BEFORE SHE EITHER 
CHALLENGES HIM OR FACES EXILE OR EXECUTION. 


Pride Rock is the royal palace and capital of the Pride 
Lands. There are also a number of smaller villages and 
nomadic settlements used by the various peoples of the 
Pride Lands. The majority of the citizens of the Pride 
Lands try to live in harmony with the natural world, and 
the most important places in the Pride Lands are natural 
features. The Pride Lands also bear the marks of Scar's 
economic expansion, with logging camps and mines 
marring the former pristine wilderness. 
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PRIDE Rock 


The major urban settlement of the Pride Lands, Pride 
Rock has undergone numerous physical transformations 
mirroring the political transformation under Scar's 

rule. Merchant caravans flock to the rapidly expanding 
marketplaces of the city. The formerly sparse and 
utilitarian palace has been continuously undergoing 
renovation, decoration, and expansion. Stone walls 

and ancient murals are now covered with gilding, silk 
tapestries, and mosaics depicting the triumphs of Scar's 
reign. The centerpiece of the royal complex is the newly 
renamed "Unity Plaza," long a site of public ceremonies. 
The once empty plaza is now dominated by the Unity 
memorial, an enormous statue of Scar with a Leonin at his 
right and a Gnoll at his right, both gazing up adoringly as 
they reach their hands to him. 


RAFIKI'S GROVE 


The spiritual leader of the Pride Lands, Rafiki is a 
centuries-old archdruid with a profound connection to 
the land. In response to the profound environmental 
destruction resulting from Scar's new policies, Rafiki has 
spent years secluding himself in his Baobab grove in deep 
mediation, attempting to understand how to reconcile his 
loyalty to the king and to the land. This loss of spiritual 
leadership has added to the disorientation and unease 
that the citizens of the Pride Lands feel in response to the 
upheavals of Scar's reign. 


THE GORGE 


The site of Mufasa and Simba's tragic death, the gorge at 
the edge of the Pride Lands is considered by most denizens 
to be acursed and haunted place, perhaps literally. There 
are whispers of people seeing Mufasa's ghost roaming the 
gorge at night. Others claim it must be Simba's ghost, as 
his body was never recovered from the wreckage caused 
by the lethal Wildebeest stampede. Whatever the truth, 
Scar and the gnolls are known to avoid the gorge as much 
as possible. 


THE ELEPHANT'S GRAVEYARD 


Of all the peoples of the Pride Lands, the gnolls alone 
refused to accept the rule of the Leonin monarchy. They 
were banished from the Pride Lands proper and given 

the Elephant's Graveyard, a sparse and unstable land, as 

a territory where they could live independent of those 
monarchs. The current Matriarch of the gnolls, Shenzi 
(use Gnoll Flind from Volo's Guide to Monsters), struck a 
deal with Scar to give her people access to the wider lands 
and resources of the Pride Lands in exchange for helping 
him take and secure the throne. Most of the gnolls have 
followed their Matriarch's lead and relocated to the Pride 
Lands proper, leaving the Elephant's Graveyard empty but 
for a few gnoll traditionalists who remain out a sense of 
history, or perhaps out of an unspoken disagreement with 
their Matriarch's decisions. 
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THE JUNGLE 


Legends in the Pride Lands tell of a green and verdant 
jungle on the other side of the desert, a land of plenty 
and peace. It is unclear if this is a part of the domain 

somehow out of Scar's control, or a stable mistway to 
another domain 


THE KING OF THE PRIDELANDS, SCAR, IS AN 
UNUSUALLY SCRAWNY SPECIMEN OF A LEONIN WHO 
INHERITED THE THRONE AFTER THE UNTIMELY DEATHS 
OF HIS BROTHER AND NEPHEW. HIS REIGN HAS 

BEEN A SERIES OF CONTROVERSIES AND OUTRIGHT 
MISSTEPS, FROM HIS MISMANAGEMENT OF THE 
PRIDELANDS' ONCE-ABUNDANT NATURAL RESOURCES 
TO HIS SHOCKING ALLIANCE WITH THE BORDERING 
TRIBE OF GNOLL SCAVENGERS. HE HAS DEDICATED 
HIS ATTENTION TO EXPANDING THE PALACE AND 
INDULGING IN ENTERTAINMENT, CLAIMING THAT THESE 
OSTENTATIOUS DISPLAYS OF WEALTH PROVE THAT THE 
KINGDOM HAS ENTERED A GOLDEN AGE. 


THE PEOPLE OF THE PRIDELANDS HAVE A FANATICAL 
DEVOTION TO THE IDEAL OF THE MONARCHY, AND NONE 
WILL EVER CHALLENGE SCAR SO LONG AS THEY VIEW 
HIS CLAIM AS LEGITIMATE. FURTHERMORE, SCAR 
SEEMS TO HAVE ALMOST SUPERNATURAL POWERS OF 
CUNNING AND PERSUASION, AND MANY WHO INTENDED 
TO CHALLENGE HIM IN THE PAST LEFT HIS PRESENCE 
SHAKEN, DEMORALIZED, AND RELUCTANTLY SUPPORTIVE 
OF HIS REIGN. 


oe oe EU Se 


Scar's POWERS AND DOMINION 


Scar has statistics similar to a Leonin Iconoclast from 
Mythic Odysseys of Theros. He is a canny political schemer 
and manipulator with supernatural abilities of persuasion. 


The King Undisputed. All subjects of the Pride Lands 
who believe Scar to be the rightful king are under a unique 
form of Geas commanding their loyalty. Any subject who 
plans a treasonous or seditious action must succeed on a 
Wisdom saving throw or take 5d10 psychic damage before 
they can take that action. 


Respected, Saluted. Scar can cast Suggestion at will on 
anyone he spends at least one round talking to. If the 
target is a subject of the Pride Lands and believes Scar to be 
the rightful king, the Wisdom save to resist the Suggestion 
is made with Disadvantage. 


Take Certain Duties Onboard. Scar has the loyalty 
of the gnolls of the Pride Lands. Those gnolls are 
deeply hostile to the Leonin population and generally 
contemptuous of the other peoples of the Pride Lands, 
gleefully acting as Scar's personal enforcers and 
informants. 


A Glimmer of Potential. Those gnolls that serve Scar 
directly have begun (with Scar's tacit approval) to sate their 
hunger on some of the prisoners in the Pride Rock. This 
horrific action is causing those gnolls to become undead 
(use Witherlings from Volo's Guide to Monsters) and to be 
more directly under Scar's control. Scar has a Familiar-like 
relationship to these corrupted, undead gnolls. 


Closing the Borders. When Scar wishes to close his 
domain's borders, the heat in the desert bordering the 
Pride Lands becomes unbearable, the heat shimmer as 
fierce as mist. Anyone going into the desert collapses 
unconscious after a couple miles, food for the ever present 
buzzards. 


Scar's TORMENT 


Scar is a bad king. His entire life, he believed that it was 
his physical weakness that prevented him from being king, 
and that he would be a smarter, cannier, wiser ruler then 
his brother. He was wrong. He is ruining the country, 

his every decision grinding the Pride Lands further and 
further into the dust. This is clear to every citizen of 

the Pride Lands, and on some level Scar himself knows 
this is true. 


ROLEPLAYING SCAR 


Personality Trait. "Perhaps you shouldn't turn your 
back on me." 

Ideal. "As far as brains go, I got the lion's share." 

Bond. "We shall rise to greet the dawning of a new era.' 
Flaw. "I'm the king, I can do whatever I want." 


" 


ADVENTURES IN THE PRIDELANDS 


SCAR WAS DELIGHTED TO GRANT ME AN AUDIENCE, 
POINTING TO THE CONSTRUCTION OF HIS LUXURIOUS 
PALACE AND THE INCREASE IN EXPORTS TO THE 

CORE AS EVIDENCE OF HIS SUPERIOR RULERSHIP— 
ALTHOUGH NO ONE ELSE IN THE PRIDELANDS SEEMS 
TO HAVE BENEFITED. My GUIDE, SCAR’S AARAKOCRA 
MAJORDOMO, KEPT ME ON A TIGHT LEASH DURING THIS 
VISIT, LIKELY SO I WOULD NOT NOTICE HOW GAUNT THE 
SERVANTS WERE. 


ON OUR WAY OUT, HOWEVER, THE MAJORDOMO 
“ACCIDENTALLY” ALLOWED ME TO ENCOUNTER SARABI, 
THE FORMER QUEEN, WHOSE DIGNITY AND GRANDEUR 
ARE UNTOUCHED DESPITE THE LINES OF HARDSHIP 
THAT MARK HER FACE. WHILE SARABI SHARES HER 
PEOPLE’S REVERENCE FOR THE OFFICE OF THE KING, 
SHE CLEARLY HAS NONE OF THAT RESPECT FOR SCAR 
HIMSELF; I WAS LEFT WITH THE DISTINCT IMPRESSION 
THAT SHE PRAYS IN SECRET FOR HIM TO MEET AN 
ACCIDENT LIKE THAT WHICH CLAIMED HER HUSBAND 
AND SON. NEVERTHELESS, WHEN I ASKED WHETHER 
SHE HAD ANY SYMPATHY FOR NALA'S BAND, SHE 
MADE ALL THE PROPER NOISES ABOUT THE “RIGHTFUL 
KING” BEFORE CHANGING THE SUBJECT. SCAR'S GNOLL 
CAPTAIN OF THE GUARD CAME IN SHORTLY AFTERWARD 
TO ESCORT ME FROM THE PREMISES. PERHAPS IT WAS 
MY IMAGINATION, BUT SHE SEEMED DISCONTENT AS 
WELL—ODD FOR ONE WITH HER UNPRECEDENTED LEVELS 
OF PRIVILEGE AND POWER. 


ADVENTURE HOOKS FOR THE PRIDE 
LANDS 


The main reason outlanders journey to the Pride Lands is 
trade. Scar's economic "reforms" have caused merchant 
caravans to crowd the Pride Lands, eager to take 
advantage of the nation's new laxness in the exploitation 
of it's natural resources. Many of these caravans hire 
Adventurers as guards. 

Another reason a group of Adventurers may journey to 
the Pride Lands is Rafiki. Because he is one of the very few 
widely known archdruids in ravenloft, a druid or ranger 
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might seek him out for advice or guidance. Alternatively, 
an Adventurer with a strong connection to nature might 
be given a vision or prophetic dream guiding them to seek 
out and help Rafiki. 

Finally, a few of the residents of the Pride Lands have 
managed to escape, carrying with them stories of the 
depredations of Scar and unthinkable atrocities of his 
gnoll minions. Those refugees may seek out Adventurers 
to help smuggle their families or clans to safety. In their 
desperation, the refugees would be willing to pay quite 
well for the rescue of their kin. 


ADVENTURES IN THE PRIDE LANDS 


There are two core adventures in the Pride Lands. The 
first is a self-contained victory, helping smuggle a group of 
loxodon, harengon, etc. out of the Pride Lands before they 
can be "harvested" for trade or food. The PCs would need 
to make contact with the targeted population, win their 
trust, and make arrangements to ensure the border is open 
and unguarded at the time of their planned escape. 


The second adventure is more connected to the main 
political conflict, but less of a decisive victory, due to 
the nature of Scar ruling as darklord. This adventure is 
convincing one of the major political NPCs to question or 
turn against Scar, paving the way for Simba's triumphant 
return. Perhaps the PCs inspire Nala to leave the Pride 
Lands looking for help, or convince Sarabi to begin 
questioning her loyalty to the monarchy. Perhaps the PCs 
successfully win Shenzi's favor and plant seeds of doubt 
about her alliance with Scar. 


THE PRIDELANDS ARE A CURSED AND DESOLATE LAND, 


RULED BY A TYRANT WHO SEEMS SET ON SQUANDERING 


ALL THE RICHES IT ONCE HAD TO OFFER. THE PEOPLE 
SUFFER TERRIBLY, AND I confess I BREATHED A SIGH 
OF RELIEF WHEN I LEFT IT BEHIND. AS THE HEAT 
SHIMMER AROUND THE DOMAIN COOLED INTO MIST, 

I HELD MY CANDLE TOKEN CLOSE AND PREPARED TO 
ENTER AN ENTIRELY DIFFERENT LAND, WITH A LUSH 
FOREST, A BELOVED MATRIARCH, AND A THRIVING 
VILLAGE CALLED: ENCANTO. 


I SEND THIS TO YOU, MY PATRON, WITH MY REGARDS, 


E ; 
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This is sloppy, at hest, my little servant. | expect ftre 
reports tu he more tfjorotgf. You paid little feed tu tffe 
edents that vecarred tu isshe iy Scar’s reir. These events 
are fey tu determining the patare of the dread lords that 
rile these misty layds. | sispect ‘untimely’ is put the correct 
description of the previons riler and fis son's deaths. 


As for this “Sear”, it seems fe Himself is a scar bpon 
the land if the memories of its pophlace are to he believed. 
Although it is yathral for the rabble to respect the authority 
of the Monarchy, the disconnect amongst the populace and 
their inability tv act against a petty appointed leader 
Sliggests there is more to Scar thay his lazy, self-serving 
mile. This deserved farther study that you did put provide. 


Oy one point Qe cay agree, my servant. Your magical 
Stidies require ample ghidajce so you may [vf pass the 
müde and sees the math. 


OTHER WORKS: 


This domain write-up is based on Episode 1 of our podcast 
"Wonderful World of Darklords." It's a monthly podcast 
where we adapt a Disney movie into a Ravenloft Domain 
of Dread. You can find it at 


https://redcircle.com/shows/the-wonderful- 
world-of-darklords 


For more "adapted media into horror gaming." I've 
adapted John Carpenter's Nautical 1980 film "The Fog" for 
three adventure settings. Something in the Fog is setting 
neutral, Fog Over Saltmarsh for Ghosts of Saltmarsh and 
Fog over Barovia for Curse of Strahd. 


https://www.dmsguild.com/product/387249/Something- 
in-the-Fog?affiliate_id=241770 


https://www.dmsguild.com/product/359994/Fog-over- 
Saltmarsh?view_as_pub=1 


https://www.dmsguild.com/product/359997/Fog-Over- 
Barovia?view_as_pub=1 


Speaking of John Carpenter, I also adapted the original 
1978 "Halloween" for two settings. "You Can't Kill the 
Boogeyman" is setting neutral and "Barovian Boogeyman" 
is for Curse of Strahd. 


https://www.dmsguild.com/product/385363/You-Cant- 
Kill-the-Boogeyman/?affiliate_id=241770 


https://www.dmsguild.com/product/385365/Barovian- 
Boogeyman*?affiliate id-241770 


If you're the kind of person running spooky adventures, 
and you know kids, there's a good chance youre in the 
market for Halloween and spooky stuff that's kid friendly. 
Id like to pitch Rachel's amazing Halloween Mother 
Goose book. 


https://www.amazon.com/Mother-Ghost-Nursery- 
Rhymes-Monsters/dp/1585363928/ 


You can also read some samples of her short stories, 
including one about a demonic MLM, at Rachelkolar.com 


For more D&D specific spooky kids stuff, Rachel and I 
wrote a guide to children’s horror games. We go through 
each of the “Genres of Horror" from Van Richten’s Guide 
to Ravenloft and discuss how to adapt them for young 
players. We look at examples of each genre from books, 
shows, or movies of children’s horror, and then discuss 
adapting a couple famous children’s horror stories into 
D&D adventures. This is going to very useful for running 
any of these Disney Ravenloft adventures for kids. 


https://www.dmsguild.com/product/369751/Ravenloft- 
Gives-Me-Goosebumps-Genres-of-Horror 


On the topic of kid’s horror, I did a guide to running a 
more young player friendly version of Curse of Strahd 


with guidelines on horror-themed games for young players 
(ages 8-12) called “Strahd gives me Goosebumps.” It can 
also be useful for running with adults if you have some 
players who are not comfortable with all the child murder. 


https://www.dmsguild.com/product/348639/Strahd- 
Gives-Me-Goosebumps?view_as_pub=1 


Speaking of Curse of Strahd, I’ve also got a re-write of 
Death House for Curse of Strahd on the DMs guild. 

It’s made to be a better introduction for new players. 

It’s a totally new, tighter, less lethal ghost story (the 
chambermaid is the stepmother is the murderer is the 
boss ghost, no cult, no dungeon) with ghost PC rules and 
resurrection at the end. 


https:// www.dmsguild.com/product/311769/Another- 
Death-Another-House 


On a completely unrelated note, if you are running the 
"Strixhaven: A Curriculum of Chaos" campaign, I wrote 
a set of additional rules and plot hooks to flesh out 

the classes, extracurriculars, and relationships with an 
additional section on money and crime in Strixhaven. If 
I do say so myself,"Strixhaven Faculty Handbook" will be 
very helpful for your game. 


https:// www.dmsguild.com/product/393202/Strixhaven- 
Faculty-Handbook?affiliate_id=241770 


Happy Gaming! 
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